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This application is related to Japanese Patent 
Application No . 2000-342610 filed on 9, 2000, and No 

S 2001- 196 S 5 3 filed on Ju ne 29 , 200 1, based on which this 

application claims p,i ority under the parig Convenr±on ^ ^ 
contents of which are incorporate* herein by reference. 

BACKGROUND OP THE INVENTION 

io 1- Field of the Invention 
^ The present invention relates to a display control method , 

5 " 6t0rage medium ha ^ s *°"* therein a display control 

W Program,. a display control apparatus and a display control 
| program to be executed on a computer, all of which are 
^ is applicable to such as video game machine or personal computer. 
■ ^ 2. Description of the. Related Art 

b ReCent Vide ° a plurality of stages formed so 

| that the degree of difficulty in playing is gradually advanced. 
J Such video games shift a playing scene to the next 

*> advanced stage, for example, when a player scores over the 
criteria. 

However, as conventional video games are designed so that 
a player plays on the stage formed by a game-manufacturer, the 
Player has to play the same stage many times through repetitive 
* Play. As a result, the player comes to memorizes or gue =5 the 
upcoming events in the stage, and may gradually lose interest 
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in the vide. game . Thus cormonal v±deo ^ ^ ^ 
that the player ,nay be tired of pl aying finally . 

SUMMARY OF THE INVENTION 

It ie therefore en object of the present invention to 
provide e display control mezhad[i . 

Stored therein . display control program, a display control 
apparatus and a display =ontrol pr03tM ^ &e _ _ 

computer, all of which can prevent a player from being trained 
and bore, with the 3 as» by always providing nove! stages to the 
player. 

in order to attain the above objects, according to the 
present invention, a stage for a game can be made on the basis 
of an image made or selected by a player, or an image provided 
by a third party. A substantially infinite variety of stages 
, can be provided thereby, so that the player can enjoy the game 
j in many unknown stages and enjoyable game that hardly wearies 

i the player can be provided thus 

] 

Other and further objects and features o£ the present 
20 invention will become obvious upon understanding of the 

illusrrarive ^odi^ent abo,t to be described in connection 
with the accompanying drawings or will be indicated in the 
appended claims, and various advantages not referr.d to herein 
will occur to one skilled in the art upon employing the 
25 invention in practice. 
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BRIEF DESCRIPTION OF THE DRAWINGS 

FIG. 1 is a block diagram schematically showing the 
construction of a video game machine according to an embodiment 
of the present invention; 
s FIG. 2 is a perspective view of a controller provided for 

the video game machine according to the embodiment; 

FIG. 3 is a flowchart showing a general operation flow of 
the video game machine according to the embodiment ; 

FIGS- 4A to 4E illustrate a series of displays by the 
10 video game machine according to the embodiment; 
£ P1GS - 5A to 5E illustrate another series of displays by 

5 the video game machine according to the embodiment; 

jj FIG. 6 illustrates the relation between the time for 

£ wilich 3 character is holding a missile piece, and the 

SJ is destructive power of the missile piece, in the video game 

machine according to the embodiment; 
p FIG. 7 illustrates the relation between the sire of an 

| enemy piece held by a character, and the destructive power of 

U the enemy piece, in the video game machine according to the 

20 embodiment ; 

FIG. 8 illustrates the relation between the size of a 
missile piece held by a character, and the speed of the missile 
piece, in the video game machine according to the embodiment; 

FIG. 9 illustrates an example of display when the video 
2S game machine according to the embodiment Is played by two 
players . 
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DERAILED DESCRIPTION OP THE PREFERRED EMBODIMENT 

An embodiment of the present invention win be described 
with reference to the accompanying drawings. It is to be noted 
that the same or similar reference numerals are applied to the 
same or similar parts and elements throughout the drawings, and 
the description of the same or similar parts and elements will 
be omitted or simplified. 

The present invention is applicable to video game 
machines that make it possible to play video games on the basis 
of game programs, e.g., stored in storage media such as dvd- 
ROMS, CD-ROMS, or semiconductor memories. 

Construction of Video Game Machine 

FIG. 1 is a block diagram showing the principal 
construction of a video game machine according to an embodiment 
of the present invention. Referring to FIG . 1, the video game 
machine has a disk driver 2 for reading out a game program, 
image data, audio data, and the like, from an optical disk 1 
such as a DVD-ROM or CD-ROM, a communication section 3 for 
downloading a game program and the like through a predetermined 
communication network such as Internet, and a control section 4 
for controlling the execution of a video game on the basis of a 
game program read out from the optical disk 1 or downloaded 
through the communication section 3. 

The video game machine further has an image processing 
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section 5 for processing image data read out from the optical 
disk 1 in predetermined manners under the control of the 
control section a, a display control section 6 for controlling 
a monitor 7 to display images corresponding to the image data 
processed by the image processing section s, an audio 
processing section 8 for processing audio data read out from 
the optical disk 1 in predetermined manners under the control 
of the control section 4 and for controlling the generation of 
sound based on the audio data through a speaker 9, and a 
controller 10 for operating a character displayed on the 
monitor 7. 



Construction of Controller 

FIG. 2 shows a perspective view of the controller 10. 
Referring to FIG. 2, the controller 10 has two grips 20R and 
20L. A player can grasp the respective grips 2 OR and 20L by 
his or her right and left hands to hold the controller 10. 

The controller 10 is provided thereon with first and 
second operation areas 21 and 22 and analogue control sticks 
23R and 23L r which are all located so as to be operable by, 
e.g., the thumbs of the player, while the respective grips 20R 
and 20L are held in his or her right and left hands. 

The first operation area 21 is for, e.g., moving a 
character in a direction. There are provided an up direction 
key 21a for moving the character upward, a down direction key 
21b for moving the character downward, a right direction key 
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21c for moving the character rightward, and a left direction 
key 21d for moving the character leftward. 

With th is controller 10, the character can be moved not 
only vertically or horizontally but also obliquely. For 
example, when the up and right direction keys 21a and 21c are 
pressed at the same time, the character is m0 ved to the u Pper 
right direction. Also, when the down and ^ direction keys 
21b and aid «e pr 9SS ed at the same tiiae, the character is 
moved to the lower left direction. 

in the second operation area 22, there are provided a A 
button 22a on which a mark A is carved and which is used for, 
e.g., displaying a menu, an x button 22b on which a mark x is 
carved and which is used for, e.g., canceling the selection of 
an item of a list, a O button 22c on which a mark O is carved 
and which is used for, e.g., fi xing the selection of an ^ Qf 
* list, and a □ button 22d on which a mark □ is carved and 
which is used for, e.g., selecting display /non-display of a 
list or the like. 

Either of the analogue control sticks 2 3K and 23L can 
freely be turned in a inclined state such as precession around 
the vertical axis b at the home position with a point a being 
fixed as a fulcrum. 

Either of the analogue cbntroi sticks 23R and 23L is held 
elect (not inclined) while it :.s not operated, as illustrated 
in FIG. 2. This position is referred to as home position. 
When a player inclines the analogue control stick 23R or 23L, 
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the controller 10 detects values of x-y coordinates in 
accordance with the inc: ination angle and direction of the 
operated analogue control stick 23R or 23L from its home 
position, and outputs the coordinate values as an operation 
output . 

The controller 10 is further provided thereon with a 
start button 24 for starting a game, a select button 25 for 
selecting an item of a list, and a mode selection switch 26 £ or 
selecting an analogue mode or a digital mode, when the 
analogue mode is selected with the mode selection switch 26., a 
light-emitting diode (LED) 27 is lit and either of the analogue 
control sticks 23R and 23L is put in its active state. When 
the digital mode is selected, the LSD 27 is not lit and either 
of the analogue control sticks 23R and 23L is put in its 
inactive state. 

The controller 10 is further provided with right buttons 
28 and left buttons 29, which are located so as to be operable 
by, e.g., the forefingers (or the middle fingers) of the player, 
while the respective grips 20R and 20L are held in his or her 
right and left hands. The right buttons 28 comprises first and 
second right buttons 28R1 and 28R2, which are disposed in • 
parallel with each other in the thickness of the controller 10. 
Also, the left buttons 29 comprises first and second left 
buttons 29L1 and 29L2, which are disposed in parallel with each 
other in the thickness of the controller 10. 

The player car. play a game through the following 
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procedure with operating the above-described switches and 
buttons . 

Operation of video Game Machine 

FIG. 3 is a flowchart showing a general operation flow of 

this video game machine. When this video game machine is 
powered on, the flow advances to step si. 

In step SI, the control section 4 illustrated in FIG. 1 
controls the disk driver 2 to take in a game program from an 
optical disk l. Alternatively, the control section 4 controls 
the communication section 3 to take in a game program from, 
e.g., a predetermined game provider's server machine via a 
communication network such as Internet. The flow then advances 
to step S2. 

In step S2, the control section 4 controls the disk 
driver 2 to take in an image stored in the optical disk 1, 
which image is to be used as the base of a stage of the game. 
Alternatively, the control section 4 controls the communication 
section 3 to take in an image to be used as the base of a stage 
of the game, for example, from the predetermined game 
provider's server machine via the communication network such as 
Internet. The flow then advances to step S3. 

Note that such an image may be taken in from another 
storage medium, such as a floppy disk, a magneto-optic disk, a 
hard disk, or a semiconductor memory, when the video game 
machine is connected with a personal computer or a reproducing 
device with a video camera or the like. 
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In step S3, the control section 4 controls the image 
processing section 5 to make a predetermined character image 
and the taken-in Image in accordance with the game program, and 
to make a display image from those images. The display image 
thus made is displayed on the monitor 7 through the display 
control section 6. 

FIG. 4A illustrates an example of such display image, m 
the example of PIG. 4A, an image 30 taken-in in step S2 as the 
base of the stage is displayed substantially at the center of 
the screen of the monitor 7, and a character 31 is displayed 
outside the image 30. As illustrated in FIG. 4A, the character 
31 can be moved clockwise or counterclockwise around the image 
'30 f which will be described later more specifically. 

In the next step S4, the control section a controls the 
image processing section 5 to extract the contour of each 
object existing in the taken-in image, and to make an enemy 
Piece or pieces for attacking the character on the basis of one 
or more of the objects whose contours have been extracted. 
In the present video game, a parameter value for 
20 extracting contours of objects is properly changed, and objects 
are thereby extracted selectively from one image. However, it 
is not preferable that considerable number of objects are 
extracted from one image. 

Therefore, for the case that enemy pieces are made from a 
25 moving image, the control section 4 sets the parameter value 
for extracting contours to a predetermined fixed value. In 
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this manner only objects in accordance with the fixed 
parameter value can- be extracted as objects of the enemy pieces 
from the moving image whose display contents change in turn, 
and the number of the enemy pieces can be appropriate. 

On the contrary, for the case that enemy pieces are made 
from a still iBa ge , the control section 4 change the palter 
value for extracting contours with the lapse of time. In this 
maim8r ' diffe ^ ^ects are -t« cted as ob jects o£ the enemy 
pieces one after another from the one still image, and the 
number of the enemy pieces can be appropriate . 

The display image including such objects and an enemy 
piece is displayed on the monitor 7 through the display control 
section 6. FIG. 4B illustrates exemplary display of each 
object whose conrour has been extracted and enemy pieces. In 
the .examples of FIG. 4B, three objects 30a to 30c are extracted 
from one image 30, and the object 30a having a rectangular 
shape among the three objects is used as an enemy piece. 

In general, the appearance of such an object to be used 
as an enemy piece i 5 modified so that the player can recognize 
as an enemy piece. In the illustrated example, which is for . 
the purpose of example, the image processing section 5 adds 
eyes and a mouth to the object 30a as illustrated in fig. 4B to 
thereby enable the player to recognize the object 30a as an 
enemy piece. 

In the next step S5, the control section a controls the 
execution of this video game on the basis of the taken-in game 
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program. The flow than advances to step s6. 

Here, the contents of the present video game will be 
described more specifically. As described above, to the object 
30a as an enemy piece, eyes and a mouth are added. After this, 
the control section 4 controls the image processing section 5 
such that the object 30a (hereinafter referred to * s en9my 
piece 30a) is three-dimensionally displayed (it appears to be 
floated) as illustrated in FIG- 4C. 

The control section 4 then controls the image processing 
section 5 such that the enemy piece 30a rhree-dimensionally 
displayed is brightened. More specifically, the control 
section 4 controls the image processing section 5 to raise 
gradually the brightness level of the whole or part of the 
enemy piece 30a and display it. 

This display indicates that the enemy piece 30a is being 
charged with energy. Such a display of the enemy piece 30a 
with its brightness level being gradually raised can make the 
player feel that the enemy piece 30a is dangerous. 

The control section 4 than controls rhe image processing 
section 5 such that the enemy piece 30a starts to move linearly 
toward the character 31, as illustrated in FIG. 4D, at the 
timing when the raising brightness level reaches a 
predetermined level. 

In the illustrated example, although the enemy piece 30a 
moves linearly toward the character 31, the enemy piece 30a may 
move curvedly or chase the character 31 in another game design. 



li 



SC00184US0O 




Besides, in order that the player can easily grasp the 
conditions in the screen, the control section 4 controls the 
image processing section 5 such that two or more enemy pieces 
never overlap or appear at once. 

When the enemy piece 30a moving toward rhe character 31 
appears, rhe player operates the character 31 through the 
controller 10 in order that the en eray piece 30a can „ QZ coll ^ 
with the character 31. 

in the illustrated example, the character 31 can be mOT ed 
ClOCkWiB8 ° r counte " lockwise around the image 30, as described 
above. The direction and speed of movement of the character 31 
can be controlled with the left analogue control stick 23L (or 
the right analogue control stick 23R) of the controller 10 
illustrated in FIG. 2. when the player operates the analogue 
control stick 23L to incline leftward, the control section 4 
controls the image processing section 5 such that the character 
31 moves clockwise. Contrastingly, when the analogue control 
stick 23L is operated to incline rightward, the control section 
4 controls the image processing section 5 such that rhe 
20 character 31 moves counterclockwise. 

. The speed of movement of rhe character 31 changes in 
accordance with the inclination angle of the analogue control 
stick 23L- When rhe inclination angle of the analogue control 
stick 23L is large, the control section 4 controls the image 
2s processing section 5 such that rhe character 31 moves at high 
speed, inversely, when the inclination angle of the analogue 
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control stick 23L is small, the control section 4 controls the 
image processing section 5 such that the character 31 moves at 
low speed. That i s# the larger the inclination angle of the 
analogue control stick 23L is, the faster the character 31 



moves . 



In the present video game, the contours of objects are 
extracted and converted into enemy pieces one after another, 
and each enemy piece in turn rushes for the character 31 (as if 
each part of one image in turn rushes for the character 31) . 
The player enjoys this game with operating the analogue control 
stick 23L in order to avoid each enemy piece in turn rushing 
for the character 31, as illustrated in FIG. 4E. 

In the present video game, the player cannot only move 
the character 31 to avoid each enemy piece, but also shoot away 
the enemy piece with a missile piece. 

More specifically, although it is as above mentioned for 
one image to be divided into a plurality of objects. and for 
each object to be converted into enemy pieces one after another 
and to rush for the character, when the character catches one 
of the objects not being converted into enemy pieces, the 
object caught by the character can be used as a missile piece. 
The missile piece can be thrown to and collided with the enemy 
piece that is rushing for the character, and the enemy piece 
can be shot away thus . 

This will be described more specifically with reference 
to an illustrated example. FIG. 5A illustrates an image 30 
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divided into each object 30a to 30c. As illustrated in FIG. SA, 
when the player likes to catch a missile piece, he or she 
operates the analogue control stick 23L of the controller 10 to 
move the character 31 near a desired object- FIG. SA 
illustrates the example that the player has moved the character 
31 near the object 30b to catch the object 30b ae a missile 
piece . 

After the player has moved the character 31 near a 
desired object, he or she presses', e.g., the O button 22c of 
the controller 10 illustrated in fig. 2. The control section 4 
illustrated in FIG. 1 then controls the image processing 
section 5 such that the character 31 catches the object closest 
to the character 31 at the timing when the O button 22c is 
pressed. In the illustrated example, as in FIG. 5B, the 
character 31 catches the object 30b that is closest to the 
character 31. 

When the character catches and holds the missile piece, 
the control section 4 controls the image processing section 5 
to display a straight line L extending front the character 31 
through the center P of the image (the center of the circular 

orbit of the character 31) . 

This straight line L indicates the course of the missile 
piece. When the player operates to incline the analogue 
control stick 23L with pressing the O button 22c, the 
character 31 is moved clockwise or counterclockwise and the 
straight line L is moved accordingly. Thus, the player moves 
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the character 31 by operating to incline the analogue control 
stick 23L with pressing the O button 22c so that the enemy 
piece 30a may come to be on the straight line L. 

The destructive power of the missile piece, which is an 
object held by the character, is determined by the time for 
which the player is pressing the O button 22c, and the sise 
(area) of the object. Besides, the speed of the missile piece 
is determined by the size (area) of the object. 

More specifically, at the timing when the O button 22c 
is pressed, the control section 4 starts the count of the time 
for which the O button 22c is being pressed, fig. 6 
illustrates the relation between the destructive power of the 
missile piece and the time for which the O button 22c is being 
pressed. Referring to FIG. 6, the destructive power of the 
missile piece increases stepwise as level 1 {Lv. 1), level 2 
(Lv. 2), and level 3 (Lv. 3) in accordance with the time for 
which the O button 22c is being pressed. The control section a 
thus determines the destructive power of the missile piece in 
accordance with the time for which the O button 22c is being 
pressed. 

However, when the time for which the O button 22c is 
being pressed exceeds a predetermined time, the missile piece 
explodes as it is held by the character. For this purpose, 
when the time started the count to the timing on which the O 
button 22c is pressed exceeds the predetermined time, the 
control section 4 controls the image processing section 5 to 
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explode the. missile piece held by the character. 

"hen. the missile pie== hM explQded ^ this atata> ^ 
player receives srae peMlty> ^ ^ ^ ^ 

be dull i* movement or the gam. is over. Thus, the p layer 
• Pla ys the game with controlling the time for which be cr she is 
pressing the O button ZZc so that the destructive power „ 
high as possible may he obtained without holding the missile 
piece such for a long time. 

in this case, such a level indicator as illustrated in 
rx S . s may b. displayed on the monitor 7 in order to show the 
Player the current . destructive power of the missile piece 

After moving the character so that the enemy pie= e may 
come to he on the straight line L, when Judging that the 
destructive power of the missile piece has reached a proper 
level, the player releases the o button 22c . 

When the O button 22c is released, the control section < 
controls the image processing sectlcn S sucn that the missile 
Piece, which has been held by the character, is released from 

the character and moves linearlv to «„ e ^ 

xaneariy to pass through the center of 

the image. 

FIGS. 5C to 5B Illustrate the process through which the 
missile piece released from the character collides with the 
enemy piece. Referring to FX GS . 5C to 5 E . at the timing when 
the player releases the O button 22c , the object 30b. which 
has been held by the character 31 as a missile piece, starts to 
move toward the enemy piece 30a to pass through the center r of 
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the image 30, as illustrated in FIG. SC. If the enemy piece 
30a is just on the straight line along which the object 30b as 
a missile piece moves, the object 30b collides with the enemy 
piece 30a, as illustrated in FIG. 5E. 

. In the present video game, the enemy piece moves linearly 
toward the character so as to pass through the center P and the 
missile piece held by the character also linearly moves so as 
to pass through the center P of the image. Thus, operation for 
aiming the missile piece at the enemy piece can be performed 
only by moving rhe character around the image. There is 
required no operation of complicated aiming procedure. The 
player can therefore easily pay attention to the entire iioage' 
on the screen, to bend all his or her energies on playing the. 
game. 

The destructive power of the missile piece is determined 
not only according to the time for which the O button 22c is 
being pressed, but also according to the size of the missile 
piece. The bigger the size of the missile piece becomes, the 
more the destructive power o£ the missile piece increases 
stepwise as level 1 (Lv. l) , level 2 (Lv. 2), and level 3 (Lv. 
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Similarly, a hit point (endurance) of the enemy piece 30a 
is determined according to the size of the object which is the 
basis of the enemy piece 30a, the bigger the size of the object 
is becomes, the higher the hit point of the enemy piece becomes 
Stepwise as level 1 (Lv. 1} , level 2 (Lv. 2), and level 3 (Lv. 
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Consequently, the missile piece, having its destructive 
Power determined in accordance with the time for which the Q 
button 22c is being pressed and with the si 2e of the missile 
piece is released toward the enemy piece. And, when the 
missile piece collides with the enemy piece, the enemy piece 
sustains a damage corresponding to the time for which the O 
button 22c is being passed, and the si 2e of the mi 3sile piece. 

When the destructive power of the missile piece having 
collided with the enemy piece exceeds the hit points 
(endurance) of the enemy piece, the enemy piece is destroyed by 
the missile piece or becomes dull in movement, when the 
destructive power of the missile piece is below the hit points 
of the enemy piece, the enemy piece which collided with the 
missile piece rebounds or. thrusts through the missile piece to 
collide with the character. 

If the character that is holding a missile piece collides 
with the enemy piece, then the missile piece explodes as it is 
held by the character, and both o£ the character and the enemy 
piece sustains a predetermined damage. 

l« the above description, when the missile piece has 
collided with the enemy piece, the missile piece explodes to 
destroy the enemy piece, in this case , however, missile pieces 
may include ones to misfire, and such a misfiring missile 
piece may not cause any damage to the enemy piece. 

In addition to the above description, eyes and a mouth 
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are added to- the enemy piece and the enemy piece rushes 
linearly for the character, however, various appearances may be 
added in accordance with kinds of enemy pieces, and the enemy 
Pieces may rush in various courses, net only linear bur curved, 
in accordance with the added appearances. 

Furthermore, the speeds of mi ss ii e pieC9S may vary ±a 
accordance with the sizes (areas) of the missile pieces, for 
example, as illustrated in FIG. 8, the bigger the siZ e of the 
missile piece, is, the slower the speed of the missile piece is. 

In the present video game, the player can repulse enemy 
pieces not only by colliding missile pieces with the enemy 
pieces but also by the following methods. 

When the player presses, e.g., the x button 22b of the . 
controller 10 illustrated in FIG. 2, the control section 4 
controls the image processing section 5 such that the character 
jumps at the timing when the x button 22b is pressed. Thus, by 
choosing a proper timing when an enemy piece is just going to 
collide with the character, the player can press the x button 
22b so that the character can jump to avoid the enemy piece, 
in this case, while the character is jumping, it may somersault 
or quickly turn. 

Besides, when the player presses, e.g., the A button 22a 
of the controller 10 illustrated in FIG. 2, the control section 
4 controls the image processing section 5 such that the 
character catches the enemy piece and holds it while the A 
button 22a is being pressed. In this state, when the player 
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releases the- A button 22a, the control section 4 controls the 
image processing section 5 such that the character throws the 
enemy piece away. Thus, the player can operates the character 
so as to catch and then throw away the enemy piece. This makes 
5 the game more exciting. 

The contents of the present video game will be described 
more specifically, when an enemy piece has collided with the 

CharaCt6r ' the is damaged by, e.g., one point. The 

appearance of the character is changed in accordance with such 
io damage points, for example, when rhe character has sustained a 
predetermined amount of damages from enemy pieces, the 
appearance of the character is devolutionarily changed into 
that of a lower thing. Inversely, when the character has 
caused a predetermined amount of damages to enemy pieces, the 
is appearance of the character is evolutionary changed into that 
of a higher thing. 

In the present video game, for example, when the 
character has sustained three points of damages from enemy 
pieces, the appearance of the character is changed, into that of 
a thing devolutionary by one step. Inversely, when the 
character has successively destroyed five enemy pieces without 
sustaining any damage, rhe appearance of the character is 
changed into that of a thing evolutionary by one step. 

When the character in the last devolutionary appearance 
2S has sustained, e.g., three points of damages from enemy pieces, 
the game is over. On the other hand, when the character is 
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SUrViVing at the of ^ ^d*o reproduction of the stage fox, 

e.g., two or three minutes, the player can clear the game. 

in step S6 of the flowchart of FIG. 3, the control 
section 4 checks as to whether or net the game has ended, when 
the game has not ended, the flow returns to step S5 to continue 
the present video game as described above. When the gazne has 
ended, the entire routine of the flowchart of Fig. 3 is then 



ended . 



In the present video game, the control section 4 " 
calculates the score as follows. 

A predetermined score is added every time when the 
character destroys an enemy piece. At this time, when the 
character destroys an enemy piece with a large area missile 
piece as described above, since it means that the enemy piece 
is destroyed by a slow missile piece and there is difficulty, 
the higher score is added. 

Besides, when the character destroys en enemy piece with 
a missile piece having a high destructive power as described 
abOV6 ' SinCS it: mesnE ***** Player had to be pressing the O 

button 22c so that the missile piece may not explode due to the 
destructive power excessively charged and there is also 
difficulty, the higher score is added. 

Furthermore, when the character successively destroys a 
predetermined number of enemy pieces with missile pieces 
without sustaining any damage from the enemy pieces, since 
there is also difficulty, the higher score 'is added. 
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Furthermore, when the character in the last evolutionary 
appearance destroys an en emy picce/ e . g ., double ^ 
score is added. In the present video game, as described above, 
when the character has sustained three points of damages from 
enemy P ±eces ' the appearance of the character Is changed into 
that of a thing devolutionary by one step. In the last 
evolutionary appearance, however, when the character has 
sustained only one damage from an enemy piece, the appearance 
of the character is changed into that of the one-step 
devolutionary thing. (That is, in compensation for obtaining 
double the normal score, the last evolutionary appearance is 
degraded by only one damage though any other appearance is 
degraded by three damages . ) 

An destroyed enemy piece may leave a predetermined item 
and a predetermined score may be added when the character 
acquires the item. In this case, such items may include not 
only ones for adding a score but also ones for subtracting a 



score. 



Although a single play mode in which one player operates 
one character has been described, in the present video game a. 
multi-play mode in which two or more players operate their 
respective characters is also possible. 

FIG. 9 illustrates an example of the multi-play mode, in 
which two players operate their respective characters. In this 
two-players mode, the control section 4 controls the image 
processing section 5 to display a character 31 to be operated 



22 



SC00184USOO 




by the first- player and a character 32 to be operated by the 
second player. The characters 31 and 32 can move clockwise or 
counterclockwise on the same circular orbit around the image 30 
When the characters 31 and 32 collide with each other thereon, 
the faster character springs away the slower character along 
the circular orbit. In another game design, the characters 31 
and 32 may pass each other on the circular orbit without 
colliding. 

Also in this two-players mode, objects are extracted from 
the image 30 and each of them in turn rushes as an enemy piece 
35 for either the character 31 or 32. Either player for the 
characters 31 and 32 can counterattack the enemy piece 35 by 
colliding a missile piece with the enemy piece 35. The finally 
surviving player (one having the higher score if both are 
surviving) is the winner of the game. 

In this multi-play mode, the players may oppose each 
other, in which each player collides missile pieces wirh his or 
her opposed player' s character. 

As is clear from the above description, in the video 
game machine according to this embodiment, various game stages 
full o£ variety axe produced by extracting objects from an 
image using a fixed value or parameters variable with minute 
time. 

In other words, relatively introducing such parameters 
into the relation between an object to be extracted and an 
extractor allows such parameters to be directly reflected to 
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stage constitution or the like, so that an iafialte var±ety of 
stages can be provided. 

Thus the video game machine according to this embodiment 
can always provide a novel s tagc to the player, and can avoid B 
problem that the player memorizes or can guess the upcoming 
events in the successive stage after being trained through 
repetitive play of the game. The video game machine according 
to this embodiment, therefore, can pr^ent the player from 
being trained and bored with the game, and can provide the game 
with everlasting fun. 

The above-described embodiment is only part of the 
examples of the present invention. Although the character moves 
on a circular orbit outside a rectangular image in the above 
embodiment, the character may move on a circular orbit inside 
the rectangular image. Furthermore, the character may move on 
a rectangular orbit along the periphery of the rectangular 
image. The image may be not rectangular but circular and the 
character may move along the circumference of the image. The 
image may be displayed with being expanded, reduced, rotated, 
or the like. 

It is therefore to be understood that the present 
invention may be practiced otherwise than as specifically 
described herein without departing from the scope and the 
spirit thereof. 
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